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ABSTRACT 
Social isolation is a predictor of poor mental health 
outcomes while social connectedness leads to positive 
mental health and wellbeing outcomes. Although 
videogames offer the technical capabilities to play with 
others globally, historically limited support has been 
provided to connect with others who have similar goals, 
interests and motivations. Skill-based matchmaking is the 
dominant approach to connecting players, however, a 
number of services have emerged which seek to connect 
players based on factors other than skill, such as game 
type, play style, location, and interests. This has potential 
for gameplay to facilitate social connectedness and 
positively impact wellbeing. As part of a larger program of 
research, we present a review of existing matchmaking 
services which connect players on the basis of factors other 
than skill. A total of eight services were identified, two of 
which were strongly socially motivated.  
Author Keywords 
Videogames, matchmaking, social connectedness, 
wellbeing. 
ACM Classification Keywords 
H5.m. Information interfaces and presentation (e.g., HCI): 
Miscellaneous.  
INTRODUCTION 
Gameplay and social connection 
Social isolation is a common cause of poor mental health 
outcomes for a range of demographics (Holt-Lunstad et al., 
2010). Conversely, strong social connections and healthy 
relationships can move individuals from merely surviving 
life to resilience and thriving (Cohen, 2004; Diener & 
Seligman, 2002).  
A growing body of international research demonstrates 
that some users of games are experiencing high levels of 
social connectedness and support while playing (Cole & 
Griffiths, 2007; Yee, 2006). Researchers have also 
established that social connection is a common motivation 
for videogame play (Brand & Toddhunter, 2015; 
Przybylski et al., 2010) and that social capital through 
videogame play is associated with positive wellbeing 
(Vella et al., 2015). 
However, many are missing out on the potential benefits 
of social videogame play as the majority of videogames are 
still being played solo. Additionally, many playing online 
with others are experiencing toxic behaviour leading to 
poor quality social engagement. Previous research has 
revealed that the main barriers to playing with others are a 
desire to avoid toxic behavior, concerns about not having 
the expected level of skill, difficulty finding ‘like-minded’ 
others and logistical issues (Tyack, Wyeth and Johnson, in 
press; Vella et al., 2016). 
Matchmaking for gameplay 
Matchmaking is the process of connecting players online 
so that they can play together (either competitively, 
cooperatively or a combination of both). Typically, player 
matchmaking is done based exclusively on skill level. 
Services based on this approach have the benefit of 
connecting players at similar levels of competence, but fail 
to overcome the barriers listed above. Our goal is to 
maximise the opportunity for all players to connect 
socially through videogame play. The first step is to 
identify and examine real-world approaches to 
matchmaking which connect users on the basis of factors 
other than skill. It is intended that our findings will inform 
the development of a new service (or improvement of an 
existing service) to maximise the potential social capital 
and connectedness benefits associated with videogame 
play.  
METHOD 
A desktop review was conducted to identify all relevant 
matchmaking services. Search terms included 
“videogame”, “video game”. “computer game”, 
“matchmaking service”, “looking for game” and “looking 
for player”. The strategy involved reviewing results for 
services that aimed to connect players of videogames with 
one another. We were able to identify eight relevant 
matchmaking services. The following inclusion criteria 
were used to determine the selection of services: Connects 
players of any game type; connects players on the basis of 
at least one factor other than skill (excluding game 
preference); and, appears to facilitate some form of social 
connection between users. 
FINDINGS 
We summarise our findings by providing an overview of 
the services and their key features, followed by a detailed 
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 description and analysis of the two services identified as 
most relevant to the research aims.  
Existing services 
A total of eight matchmaking services met the selection 
criteria (see Table 1). The services were all developed by 
members of the gaming community, many of whom cited 
frustration with existing services and a desire to connect 
gamers in a more meaningful way as key drivers. 
Service 
Matchmaking Feature 
Skill Interests Loc P.style Game 
Overdog  X    
Leaping 
Tiger 
  X  X 
Gamerlink X  X X X 
Evolve     X 
Player 
Finder 
  X X X 
Game 
Findr 
  X X X 
Nearby 
Gamers 
  X   
Gamer 
Seeking 
Gamer 
  X X X 
 Table 1. Key features of reviewed matchmaking services  
Relevance to social connection 
Two services are of particular relevance for facilitating 
social connectedness through gameplay. 
Overdog 
Overdog launched in March 2015 and offers a 
matchmaking service for the Xbox One console, though its 
founders intend to expand to other platforms (Grubb, 
2014). This service aims to connect gamers with people via 
their shared interests. Its capacity to foster meaningful 
social connection is questionable as users are limited to a 
pre-defined list of interest categories. In recent months, 
online activity has been limited and online account 
registration appears to be inactive. The most recent update 
on the Overdog blog (May 2016) reports incorporation into 
Odd Networks, suggesting the service may be restructured. 
Leaping Tiger 
Leaping Tiger launched in May 2015 as a location-based 
matchmaking service with a strong emphasis on social 
connection and community. Its objective is to provide 
gamers with the means to find and connect with each other, 
and is freely available as both desktop and smartphone 
applications. The founders of Leaping Tiger expressed a 
strong interest in fostering social connection between users 
(Leigh, 2015; Martin, 2016a). Leaping Tiger is the most 
active of the reviewed services, with regular updates, blog 
posts and emails to users. Although it is difficult to 
ascertain uptake, it appears there is strong interest within 
the gaming community (Leigh, 2015). The founders are 
currently raising capital for growth, however it is unclear 
if this will support additional matchmaking features. 
DISCUSSION 
The review demonstrates that existing services do not 
appear to be adequately solving the issue as defined in the 
introduction. The development of services by members of 
the gaming community reflects a user-based desire for 
more meaningful ways to connect, however their capacity 
to develop and promote these services may be constrained 
by limited resources. This might explain why penetration 
and uptake appears limited. Post-development updates of 
many of the reviewed services does suggest active use, 
however the size and spread of the user bases is unclear.  
The inclusion of location as a key feature of the reviewed 
services suggests that physical proximity is regarded as 
important by members of the gaming community for 
connecting players. Existing research suggests that 
connections forged in the absence of physical proximity 
can be equally as deep and valuable as those created in 
other ways (Cole & Griffiths, 2007; Vella et al., 2015; Yee, 
2006). A better approach to facilitating social connection 
might be one that removes the emphasis on physical 
proximity, or at least makes it optional.  
While the initial review suggests that penetration and 
uptake may be limited for existing services, further 
research is needed to determine the root issue. It is possible 
that there is a lack of demand for non-skill based services, 
however this seems unlikely given existing services have 
emerged from the gaming community itself. It seems more 
likely that the issue is either a lack of awareness of existing 
services or their incompleteness in terms of features, as 
these services are still at a very early developmental stage. 
As the demand for more effective and multi-dimensional 
matchmaking services has become more visible, larger 
companies are now starting to show interest. For example, 
Microsoft recently announced plans for Xbox Live to 
incorporate a number of socially motivated features and 
options (Corden, 2016).   
Given uncertainty around a number of issues (empirical 
confirmation of player interest in such services; 
determination of the barriers to uptake of existing services; 
confirmation of desired features and functionality of such 
services) the next step in our broader research agenda is to 
conduct participatory design workshops with a view to 
answering these questions.   
CONCLUSION 
While there is increasing evidence of the ability of 
videogames to facilitate social connectedness among 
players, this opportunity is being missed by many players. 
Many barriers could arguably be resolved by matchmaking 
services that connect players based on factors other than 
skill. Our review suggests that players are interested in 
such services, but a combination of factors are likely 
limiting uptake. There appears to be an exciting 
opportunity to fill a gap in the gaming market, and to 
capitalise on existing player desire to connect with other 
gamers in more meaningful ways. 
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